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PenbedHoe TEKCTYPUPOBAHME — YTO 3TO?

Buanm CTapuHHbIN MeTaNNNYeCKUN
CYHAYK(Komona) nnm awmk

A moaenbto ABNAETCA NPOCTO KYOUK C WecTbio
rPaHAMM

PenbedHoe TeKcTypnpoBaHue — 370 obllee Ha3BaHMeE A1 METOA0B, KOTopble A06aBAAIOT
NNNIO3UIO C/IOKHOM FEOMETPUM Ha NNOCKUX UIN NPOCTbIX NOBEPXHOCTAX.

2026 CoBpeMeHHbIe TEXHO/IOTMM KOMMbIOTEPHOMN rpadrKM U peHaEPUHTa
demsaneHko A.M. UMMuKH HO®Y



B yuem oTan4me ot 0ObIYHOrO TEKCTYPUPOBAHMA?

PeJ'IbECI)HOE TEKCTYPUPOBAHUNE OTPAKAET peas/ibHOE NonoxXeHne MCTO4HUKa CBETAa B CLUEHE U
Adaxe nsmeHeHne ero MecCtonooKeHnA

CoBpeMeHHble TEXHOIOTMN KOMMNbIOTEPHOM rpaduKn U peHaepUHra

2026 DemaHeHko A.M. UMM#uKH HOdY



Buabl penbePpHOro TeEKCTYPUPOBAHUA

Bump mapping

Normal mapping
Displacement mapping
Parallax mapping

Parallax occlusion mapping

CoBpemeHHble TEXHO/IOTUM KOMMbIOTEPHON rpadrKM U peHAepPUHra
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HemMHOro mn3 nctopmm Bump mapping

1970

BamnmannuHr 6bin pa3paboTtaH banHHoMm (Blinn) ewe B 1978 roay

CoBpeMeHHble TEXHOIOTMN KOMMNbIOTEPHOM rpaduKn U peHaepUHra
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Jim Blinn

Oxkenmc . bamHH 1949 (77) —

aMepPUKAHCKUIN YYEHBbIN U MMOHEP B 0bnacTu
KOMMNbIOTEPHOM rPadPUKN, BHECLLINN 3HAYNTENbHbIN BKNAA
B pa3BUTME TEXHONOIMUIN BU3YaNMN3aLUN U KOMMNbBIOTEPHOIO
MOAENNPOBAHUA.

N3BecTeH Kak aBTOpP a/IOPUTMOB KOMMbIOTEPHOW rpaduKm,
pa3paboTumk moaenn ocseweHna bamHHa—dPoHra.

Anbma-maTtep:

YHusepcutet HOTbI

MuUYnraHCKNM yHUBEpPCUTET

Harpagbl:

CtuneHama MakapTypa (1991)

Meganb HACA 3a Bblgatowimeca 3acnyrum

CoBpeMeHHbIe TEXHO/IOTMM KOMMbIOTEPHOM rpadrKM U peHAePUHIa
demsaneHko A.M. UMMuKH HO®Y

2026



YTO Takoe penbedHan KapTa?

PenbedHan KapTa (TeKcTypa) — 3To 0bbl4HaA TEKCTYPa, TO/IbKO B OT/INUME OT NEPBOA,
Hecywen NHPopMaLMIio O LBeTe onpeaeneHHbIX y4acTKOB,
penbedHana Kapta HeceT MHPOPMaALIUMIO O HEPOBHOCTAX

CaMblii NPOCTOM BMA, — KapTa BbICOT, IAe APKOCTb MUKCENA TOBOPUT O TOM, HAaCKO/IbKO 3Ta TOYKA
BbICTYNaeT unn yrnybneHa. benbiihi — BbICOKO, YEPHbIA — HU3KO.

2026 CoBpeMeHHbIe TEXHO/IOTUM KOMMbIOTEPHOM rpadrKM U peHAePUHIa
demsaneHko A.M. UMMuKH HO®Y



[TomeHeHne Bump mapping

* MOXHO UMUTUPOBATb HEPOBHOCTU U LLEPOXOBATOCTH
e [epeBo
* KaMeHb
* LIeNYLWaLLYCca KPacKy
* NT.A.

* Henb3A MMUTNPOBATb KPYrHble BrMagnHbl K BO3BbILLEHHOCTHU



Y4TO HY)KHO?

[MpeobpasoBaTtb

MHGOPMALMIO O BbICOTE * MHPOPMALMIO O BE/IMYUHE
HEPOBHOCTEMN Ha KapTe BbICOT NOACTPOUKN BEKTOPA HOPMan

CoBpeMeHHble TEXHOIOTMN KOMMNbIOTEPHOM rpaduKn U peHaepUHra

2026
DemaHeHko A.M. UMMuKH HOdY



Kak peann3oBaTb?

x_gradient = pixel(x-1, y) — pixel(x+1, y)
y_gradient = pixel(x, y-1) — pixel(x, y+1)

New_ Normal=Normal+(U*x_gradient)+(V*y gradient)

CoBpemeHHble TEXHO/IOMMN KOMMbIOTEPHOM rpaduKM U peHaepuHra

2026
HemaHeHko A.M. UMMuKH HOdy
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Bump mapping

[MoBEepPXHOCTb KaXKeTCs HEPOBHOM,
XOTA reOMeTPUYECKM OHa MNI0CKas.

3TOT meToz, 6bl1 NPOPbLIBOM AN
CBOEro BPEMEHMU, HO Y HEero ecTb
HeJOoCTaTKW.

OH He yuynTbIiBaeT, YTO HEPOBHOCTH
MOTryT OTOpacbiBaTb TEHM APYT HA
Apyra, u ¢ 6nM3Koro pacctosHuA
NNN03MA MOXKET pa3pyLlaTbCa

2026

diffuse diffuse
no specular specular

diffuse diffuse
no specular specular
bump mapped bump mapped

CoBpemeHHble TEXHO0TMMU KOMMNbIOTEPHOM FpaduKnN 1 peHaEePUHTa
DemaHeHko A.M. UMMuKH HOdY
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Bump mapping B nrpax

peHaepuHr 6e3 bamnmannuHra peHaepuHr c bamnmannuHrom 6e3 6IMKOBOM COCTABAAIOLLEN

B urpax bump mapping Hayann akTMBHO MCMNO/1b30BaTb B KOHLE 90-x

CoBpemeHHble TEXHO/IOrMN KOMMNbIOTEPHOM rpadUKKM U peHaepUHra

202
026 demsaHeHko A.M. UMMuKH HO®Y
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Kapta Hopmanen (normal map)

* JT0 Aa/bHellee pa3BUTME TexHoorMK bamn (bump)

* WMHorga KapTbl HOpMaaen Ha3bIBatoT «3-X ToueyHasa bamn-kapTta» (Dot3 bump mapping)



Normal Mapping

CneBa — HM3KONOAMUIOHANbHAA MOAE/b C
0bObIYHOM TEKCTYPOMN.
CnpaBa — Ta e MoAeNb, HO C KAapTo HOpManen.

[etannsaumna nnua, MOpPLLUHbI, MOPbl KOXN — BCe
3TO CO34aeTCsA HE TeOMETPUEN, A KapTOM
HOpMasen.

[Nna3 BUAMUT C/IOXKHYIO NOBEPXHOCTb, HO GPU
obpabaTbiBaeT BCEro HECKONbKO ThbICAY
TpeyrosibHUKOB.

Gouraud Shading Normal Mapping

CoBpemeHHble TEXHO/IOTUM KOMMbIOTEPHOW rpadUKN U peHAepUHra
OemaneHko A.M. UMMuKH HO®Y
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NcTopua normal mapping — SIGGRAPH 1996

* Bnepsble naea o ToM, YTO MOXKHO «BpaTb» AeTann C BbICOKONO/IMFTOHA/IbHOM MOAEIN N NEPEHOCUTL
Ha HWU3KOMONMIOHaNbHYIO, Obina npegsoxeHa Ha SIGGRAPH B 1996 Bo BpemA AoKknaaa
«Mcnonb3oBaHMe Crna*keHHbIX NOBEPXHOCTEN A5 A0baBAEeHUA NAOTHOCTM NOIMFOHAIbHOM CETKEY
aBTOpOB KpuwHamypaTtm n Jlesoun

* SIGGRAPH (The Special Interest Group for Computer Graphics)
e Torpga peyb wna 06 ncnonobzosaHum ans Displacement Mapping

* [lpepnaranocb NCNosib30BaTb co34aHHble Ha ocHoBe NURBS Kaptbl cmeweHus (displacement maps)
ONA YBENNYEHUS AeTa/In3aunMm HU3KOMOAMIOHAIbHOM NOBEPXHOCTU

* Peanusauma noasunacb ropasao nosxke



SIGGRAPH 1998 — Appearance Preserving Simplification

B 1998 roay onatb Ha SIGGRAPH 6binn npeactasnerbl 2 AOKNAAA O NepeHeceHUun geTanen B Buae
KapT HOpMaseu OT BbICOKOMOJIMTOHA/IbHbIX MOAE/1IeEN B HU3KOMONNTOHA/IbHbIE

* OauvH n3 Hux: Appearance Preserving Simplification (YnpoulieHue ¢ coxpaHeHnem BHeLWHero sMaa).

ABTopbl: Jonathan Cohen, Marc Olano, Dinesh Manocha

OHM NOKa3anmn, Kak MOXHO B35iTb BbICOKOMNOJINIOHA/IbHYO MOAeNb, YNPOCTUTL ee reOMETPUIO, HO
COXPaHWUTb BHELLIHWUI BUA, BbINONHUB 3aNeKaHne AeTanen B KapTy HopMmanen.
3TO CTa/I0 CTaHAAPTOM MHAYCTPUU HA AECATUNETUA.

* www.graphicon.ru/oldgr/library/siggraph/98/papers/cohen/cohen.pdf



N3 cTtaTbn Appearance Preserving Simplification

eJele

Figure 1: Bumpy Torus Model. Left: 44,252 triangles
full resolution mesh. Middle and Right: 5,531 triangles,
0.25 mm maximum image deviation. Middle: per-vertex
normals. Right: normal maps

COBpEN\EHHbIe TEXHO/I0TNN KOIV\I'IbPOTGpHOVI I'pad)l/ll-(l/l U peHaepuHra

2026
DemaHenko A.M. UMMunKH HOdY
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Appearance Preserving Simplification

249,924 triangles 62,480 triangles 7,809 triangles 975 triangles
0.05 mm max image deviation 0.25 mm max image deviation 1.3 mm max image deviation 6.6 mm max image deviation

Figure [2: Close-up of several levels of detail of the armadillo model. Top: normal maps Bottom: per-vertex normals

CoBpeMeHHble TEXHO/IOTUM KOMMbIOTEPHOM rPadUKN U peHAepUHra

202
026 OemaneHko A.M. UMMuKH HO®Y
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Obuwee: bump 1 normal -mapping

* YBe/numBaeT BU3YyanbHYIO AeTanusauuto 3d-moaenun 6e3 nobasneHnsa 4ONOAHUTE/IbHbIX MOIUTOHOB

e KapTa paccumTbiBaeTCa ANA KaXKA0ro NUKCena TEKCTypb!



Pasnnuma: bump v normal -mapping

* Bamn paccyMTbiBaeTCA Ha OCHOBE TEKCTYPbI C OAHUM KaHanom (grayscale — oTTeHKu ceporo)

* KapTbl HOpManei NCNoNb3yIOT MHOFOKaHanbHYO RGB-TeKCcTypy, No3ToMy MeToa, AaeT 60bLuyto
TOYHOCTb, Yem Bump mapping

CoBpeMeHHbIe TEXHO/IOTUM KOMMbIOTEPHOM rpaduKn U peHAEPUHIa
demsaHeHko A.M. UMMuKH HO®Y

2026
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Hopmasn-mannuHr. Hadano

HunskononmroHanbHbIN
KyOUK npeBpallaem B
pefaKkTope B
BbICOKOMO/IMTOHA/IbHbIN

2026

MNofonbiTHbIE ODBEeKTh!

BbicOKONONMUroHanbHbIv

HU3KONoNUMroHanbHbiw

CoBpeMeHHbIe TEXHOIOTUM KOMMNbIOTEPHOMN rpadmKM U peHaepPUHra
OemsaneHko A.M. UMMuKH HOoY
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Hopman-mannuHr. Hopmanm BbICOKOMO/IMIOHaIbHOTO 0O beKTa

Hopmanwu atoro obbekTa.

NMNonyyaem HOpmanu
BbICOKOMO/IMTOHA/IbHOIO
obbekKTa

CoBpemMeHHble TEXHO/IOTMU KOMMNbIOTEPHOM rpaduKn U peHaAepUHra

2026 HemsaneHko A.M. UMMuKH HO®Y
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Hopman-mannuHr. KapTa HOpMasien KaKk TEKCTYpPa

A BOT KaK BbIrnAAMT roTOBas KapTa HoOpmaneun.
310 06bIYHOE M306paXkeHne, Ho B RGB-KaHanax 3akoampoBaHbl BeKkTopbl (X, Y, Z).

CoBpeMeHHble TEXHO/IOTMW KOMMbIOTEPHOM rPadUKN U pEHAEPUHTA

2026 DemaHeHko A.M. UMM#uKH HOdY
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Hopman-mannuHr. PesynstaT

CoBpemeHHble TEXHOJIOTUM KOMMbIOTEPHOW rpadUKN U peHaepUHra
demsaHeHko A.M. UMMuKH HO®Y

2026
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[ne Normal Mapping?

MonpobyiTe onpeaenunTb

CoBpemeHHble TEXHO/IOMMN KOMMbIOTEPHOM rpaduKM U peHaepurHra

2026 DemaHenko A.M. UMMuKH HOdY
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Normal Mapping: Konn4yecTBo NOUIOHOB

850 polys 850 polys 9130 polys

+normal mapping

CoBpeMeHHble TEXHO/IOTMN KOMMbIOTEPHOMN rpadUKN U peHaepUHra
2026 Llemsrerko .M. UMMUKH H0dY
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[1Ba BMJA KapT HOpManewu

B o6bekTHOM NpocTpaHcTBe (object-space): obuien cncteme KOopAMHaT.
34ecb HOpManu 3aZlaHbl B eANHOM CUCTEME KOOPAMHAT A1 BCEro o6 bekKTa.
3TO XOPOLLO AN1A CTAaTUYHbIX 06BEKTOB, KOTOPbIE He AePOPMUPYIOTCA: CTEHbI, Noa, mebens.

B KacaTenbHOM NpocTpaHcTBe (tangent-space): noKkanbHOM cucTeMe KOoOpAUHaT.

34ecb HOpManu 3aAaHbl OTHOCUTENIbHO NOBEPXHOCTU KaXKA0ro Tpeyro/bHuKa.

I3TO NO3BOASIET 00BEKTY AedOPMMPOBATLCA — MNEPCOHAXK MOXKET ABUraTbCA, U HOpManu byayT
«MNPUKNEEHbI» K MOBEPXHOCTMW.

[1na aHMMMNPOBAHHbIX MEPCOHAXKeN NCNoNb3yeTca TONbKOo tangent-space.



OnpeaennTe, raoe Kakas KapTa Hopmaien?

CoBpemeHHble TEXHOI0TMN KOMMNbIOTEPHOM FpadUKnN 1 peHaepUHra
DemaHeHko A.M. UMMuKH HOdYy




ObLwasn 1 noKanbHasa cucTema KoopanHaT. [ae Kakaa’?




BxoAHble AaHHble A5 BEPLUMHHOTO Wenaepa

* [lo3numa Kamepbl

* [lo3numa UCTOYHUKA CBETA

COBpE‘N\eHHbIe TEXHOJI0OTUN KON\I'Ib}OTepHOIZ I'pad)l/lKl/l N peHaepPUHra

2026
OemaneHko A.M. UMMuKH HO®Y
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ANropuTM ANA BEPLWIMHHOTO Wenaepa

* BbluMCANUTb BEKTOP MCTOYHMKA CBETa
* HopmanusunposaTb ero

* TpaHcdopmupoBaTb BEKTOP MCTOYHUKA CBETa B NPOCTPAHCTBO KacaTeslbHbIX. [114 3Toro Ham
HYy»KHa MaTpuua, NOCTPoeHHasA U3 BekTopoB T (KacaTenbHas), B (bukacatenbHana) u N (Hopmanb)

* BbluMCANTb BEKTOP Kamepbl
* HopmanusunposaTtb ero
* [lpocumtatb H BekTOp (Moaens ocsewenmna banHHa; H — half-angle vector)

* TpaHchopmupoBaTb H BEKTOp B NPOCTPAHCTBO KacaTe/bHbIX



BbIXOAHblE AaHHbIE AN BEPLUMHHOIO LWenaepa

BeKTOp MCTOYHWMKA CBETA B NMPOCTPAHCTBE KAaCaTEJ/IbHbIX

H BEKTOP B NMPOCTPAHCTBE KACATEJ/IbHbLIX

CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHAepUuHra
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026 DemaneHko A.M. UMMuKH HO®Y
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BxoaHble AaHHble AN PParMeHTHOro wenaepa

e BeKTOp MCTOYHMKA CBETa B NPOCTPAHCTBE KacaTebHbIX
* H BEKTOp B NPOCTPaHCTBE KacaTe/ibHbIX

e Color — uget



ANropuT™ 18 GparMeHTHOro wengepa

* HopmanunsmpoBaTb BEKTOP MCTOYHMKA cBeTa U H BEKTOp B MPOCTPaHCTBE KacaTe/bHbIX
* [lpouynTaTb HOPManb U3 normal TeKCTypbl U HOPMUPOBATL

* [locumnTatb CKandapHoe nponssengeHne BEKTOpa HOpMaaum mn3 normal TEKCTYPbl N BEKTOPA
UCTOYHWNKa CBETa B NMPOCTPAHCTBE KAaCaTe/IbHbIX

* [lpocuynTaTb CKanApHoe NponsBeAeHMe BEKTOpa HOpMaan n3s normal Tekctypbl U H BekTopa B
MNPOCTPAHCTBE KacaTesibHbIX

* [lpocuuTtaTtb UBeT



[NaBHbIN NPUHLMI NPUMEHEHNA HOPMAIMANTMUHIA

HuskonoanroHanbHas moaenb A0NXKHA COXPaHATb OCHOBHYO popMy 0bbeKTa.

Henb3Aa B3sTb KY6 U caenaTtb U3 Hero cpepy ¢ NOMOLLbIO KapTbl HOPMaien — KpPYMHble
dbopMbl A0MKHbI ObITb B reOMeTPUN.

A BOT LL@apanuHbl, MOPLLWHbI, MOPbI, TEKCTYPY TKAHM — 3TO MOXKHO U HYXKHO A06aBAATbL
Yyepes KapTbl HOpMmane



[TomeHeHne bamnmannmuHra

[na o4yeHb MesIKUX AeTaNnemn, KOTOPbIE AaXKe B BbICOKOMNO/IMTOHAIbHOM MOAENN HE MOAENUPYIOT
(Hanpumep, Nopbl KOXKK), bump map moxeT 6bITb 3P PeKTnBHEE N NpoLle

Ho B coBpeMeHHbIX ABUMKKaxX 0O6bIYHO MCNONb3YIOT normal map KaKk bonee yHMBepcasibHOE pelleHne



Bump mapping n Displacement mapping

Ha neBomn KapTUHKe BUAHA Unnto3ma o6bema, HO CMAYST OCTAETCA NIOCKUM.
Ha npaBon — reomeTpua peanbHO USMEHEHA, N KPal 0O0beKTa CTAHOBUTCA HEPOBHbIM, KaK U A0KEH ObITb Yy
HaCTOALLEro KamHs. B aTom KntoyeBoe pasnnyme

CoBpeMeHHble TEXHOJIOTUN KOMMbIOTEPHOW rpadUKn U peHaAepPUHra
2026 DemaHeHko A.M. UMM#uKH HO®Y 37



Displacement mapping

B oTanume ot bump n normal mapping, 3ToT MeToA, peasibHO U3MEHAET reOMeTpPUIO.
BepLiMHbI CABUTalOTCA BAOIb HOPMAZN HA BEIMUUHY, CYUTAHHYIO U3 KapTbl BbICOT.

PaHblUe 3TO NCNONb30BaNOCh peako n3-3a npomnssoanTesibHOCTn, HO C coBpemMeHHbIMUA
TEXHONOITMAMU TeCccenaAunmnm CtTaHOBUTCA BCE NMONyaapHeEeE.

Kapta cmeuweHus (displacement map) — 370 06bI4MHO NONYTOHOBAA TEKCTYPA, U 3HAYEHUA B HEW
MCNONb3YIOTCA ANA onpeaeneHnsa BbICOTbl KaXKa0M TOYKU NOBEPXHOCTU 06beKTa (3HaYeHna moryT
XPaHUTbLCA KaK 8-6UTHble nan 16-6UTHbIE Yncna), cxoxe ¢ bumpmap.



Co3naHue naHawadTa

YacTo KapTbl CMeLLeHUs UCNOJb3YIOTCA (B 3TOM C/ly4ae OHM Ha3bIBAOTCA M KapTaMu BbICOT) AN
CO34aHNs 3eMHOM MOBEPXHOCTU C XO/IMaMM U BNagMHAMM

NcxoaHbiMKM Bbinn 4 BepLIMHBI U 2 MOAUITOHA, B UTOre NOAYYUACA NO/IHOUEHHbIN KYCOK naHawadTa

source tesselated displaced

e N
F ‘k

o

9TO OCHOBA MPAKTUYECKM BCEX UTPOBbLIX MMPOB C NpoLUeaypHON reHepaumen

CoBpeMeHHble TEXHO/IOTMM KOMMbIOTEPHOW rPpadUKN U peHaepUuHra
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CnoxHblt 3D 0bbeKT

[No3BonaeT AOCTUYDb YpPOBHA AeTaNn3aunn, HEBO3IMOKHOTIO NP py4yHOM MmoaeNNpPOBaHUN.

CoBpemeHHble TEXHOIOTMM KOMMbIOTEPHOW rpadrKM U peHaepuUHra

2026 DemsaHeHko A.M. UMM#uKH HOdY
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CXaTune reomeTpum

* WHTepecHbIl B3rnaa Ha displacement mapping — 3To meToz, CXKaTnsa reomeTpun.
* BMecTo XpaHEeHUA MUIIMOHOB TPEYro/IbHUKOB Mbl XPaHMM NPOCTYIO CETKY U KapTy BbICOT.
* OTO CHUKaeT TpeboBaHMA K NaMATU N NPOMNYCKHOM CNOCOBHOCTM.

* TexHos0rMA Noaydmna annapaTHyo nogaeprKKy HaumHasa ¢ DirectX 9.0.



[lpenmyLLecTBa

* [lo3BONAET UCMONb30BAaTb HAMHOTO Honee CNoXKHbIE reometTpunyeckun 3D mopenu

* [lo3BONAET YCKOPUTb aHUMALUIO Moaenei

*  YNy4ylWuTb BHELWHWIM BUA Moaenu, npumenms 6osee cnoXxHble KOMNAEKCHbIE aNTOPUTMbI U
TEXHUKMU, Bpoae nmutaumm tkaHen (cloth simulation)



OrpaHnyeHus

* [Nnagkue ob6BEKTbI, HE coaepKallme 60bLLOro KoNIMYecTsa TOHKUX AeTanen, byayTt nydiie
npeacTas/ieHbl B BUAE CTaHAaPTHbIX MOJIMIOHANbHbIX CETOK MM UHbIX MOBEpPXHOCTEN bonee
BbICOKOrO YPOBHS, Bpoze KpuBbIX besbe

* (OuyeHb CNOXKHble MOAENN, TAKNE KaK Aepesba UTUN PACTEHUA, TaKKeE HeJlerko npeacrtraBuUTb
KapTamun cmeleHunA

* [loyTun Bceraa TpebyeT cneumann3npoBaHHbIX YTUAUT, BEAb O4YEHb C/I0XKHO HANPAMYIO CO34aBaTb
KapTbl CMeLLLeHUA (ecam peyb He MAET O NPOCTbIX 06beKTax, Bpoae naHAawadTa)



Parallax mapping

* Parallax mapping 6bin npeactaBnedH Tomomutn Kanako (Tomomichi Kaneko) 8 2001 roay
www.researchgate.net/publication/228583097 Detailed shape_representation _with parallax_

mapping

B 2004 roay Yanuw (Welsh) npoaemoHcTpmupoBan NnpMMeHeHMe napaniakCMannmHra Ha
NporpaMmmMmmnpyembix Buaeo4ymnax

e Parallax mapping nonHocTblo cnonHAETCA Ha rpadpUYecKkmx NPoLLeCcCopax BUAEOKapPTbl Kak
MUKCENbHbIN Wenaep



[lpyrne Ha3BaHUA

e Parallax Mapping
» Offset Mapping
* Virtual Displacement Mapping

* Per-Pixel Displacement Mapping

Bce oHM onuCbIBAOT O4HY UAEH — CMelleHNe TEKCTYPHbIX KoopAUHAT 419 UMUTaLU UK obvema



Parallax mapping

Parallax mapping
OCYyLLEeCcTBNSETCA
CMELLLEHNEM TEKCTYPHbIX
KOOpAMHAT TakK, YTobblI
NOBEPXHOCTb Ka3anachb
06BbEMHOM

CKPUHLLOT U3 AeMOHCTPAUMOHHOro beHumapKa rpadpuyeckoro asurkka Irrlicht Engine

CoBpeMeHHble TEXHONOTMN KOMMbIOTEPHOW rpaduKN 1 peHaepUHra 46
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Npes Parallax mapping

Npaes meToaa COCTOUT B TOM, YTOObI BO3BpallaTb TEKCTYPHbIE KOOPAUHATbLI TOW TOYKU, IAe BUAOBOMN BEKTOP
nepeceKkaeT NOBEPXHOCTb

310 TpebyeT NpocyeTa NyyYen (PENTPENCUHT) ANA KapTbl BbICOT

CoBpemeHHble TEXHO/IOrMN KOMMNbIOTEPHOM rpadUKKU U peHaepuHra

2026
demsaHeHko A.M. UMMuKH HO®Y
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OCHOBHaA CIO¥HOCTb

KaK BblYMCANTb TEKCTYPHbIE KOOPAMHATbLI TOYKM B Haxoasach B ToUke A?

Parallax Mapping npeanaraet npubanKeHHoe pellueHne, NpMMeHsa
NpocToe MmaclTabmnpoBaHue BeKTopa HanpasieHnsa V OT MOBEPXHOCTU K
HabtoaaTe N0 Ha BEIMYNHY BbICOTbI AN dparmeHTa A.

T.e. npocTo meHAem AAnHY V TaK, YToObl OHA COOTBETCTBOBA/1a BEIMYMHE 1 ]
o TEXTURE COORDIMNATE OFFSET
BbIOOPKM K3 KapTbl BbicOT H(A), cooTBeTcTBYlOWEN DparmeHTy A.

BekTtop P — pe3ynbrat maclwutabmpoBaHms

[anee pe3ynbTUpyowmin BEKTop P packnagbiBaeTcsi HA KOMMOHEHTbI B COOTBETCTBMU C CUCTEMOM KOOPAMHAT CAMOM NAOCKOCTH,
KOTOPble UCNONb3YIOTCA KaK CMELLEeHUN A5 UCXOAHbIX TEKCTYPHbIX KOOPAMHAT.

[Mpyn 3TOM, NOCKO/IbKY BEKTOP P BbIYMCNAETCA C UCMOIb30BaHNEM BEIMUYNHbBI U3 KapTbl BbICOT, TO YemM HObLLE 3HaYEeHWNE BbICOTbI
COOTBETCTBYET TeKyLWeMy dparMeHTy, TEM CUbHEe ANA Hero byaeT cmelleHue
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[Tpobaembi

ITOT NPOCTOMN NPUEM AAET HEMNNOXME PE3YNbTAThbl B PAAE CYYAEB, HO BCE Ke ABMAETCA OYEHb rpyboit oLeHKoM
MOJIOXKEHUA TOUYKM B.

Ecnun KapTa BbICOT COAEPMKUT YHACTKM C PE3KO MEHSAIOLMMMUCA 3HAYEHUAMM, TO PE3Y/IbTAT CMELLEHMA CTaHOBUTCA
HEKOPPEKTHbIM: CKOpee Bcero BeKTop P aaxke 6/113Ko He ByaeT nonafaTtb B OKPECTHOCTb TOYKK B
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Parallax mapping n annpoknmaums

* Ecnm KapTa BbICOT HE MMEET CAULLIKOM CUJIbHO U3MEHAOLWMXCA 3HAYEeHNI («rnagKkaa» uam
«NNaBHaA»), TO MOXXHO 060OMTMUCHL annpoKcMMmaumnen 6e3 Ncnosib30BaHMA PENTPENCHHTA

* Parallax mapping ycn10BHO MOXXHO Ha3BaTb «2.5D»



Displacement mapping u Parallax mapping

naBHoe otinyme parallax mapping ot displacement mapping B Tom, 4TO B HEM BCe pacyeThl
NONUKCeNbHble, 3 HE NOBEPLUUHHDbIE



Normal mapping v Parallax mapping

JlaHHaA TeXHO/I0rnA TaKXKe UCMOJ1Ib3YET KapTbl HopN\aneﬁ

B otanume ot normal mapping, oHa peanm3yeT He TO/IbKO OCBELLEHME C Y4ETOM penbeda, HO U
cABuraet KoopamHaTtbl AMdPY3HOM TEKCTYPbI

3Tnm gocTturaetca Hanbonee nonHbIN 3pPeKkT penbeda, 0cobeHHO Npu B3rNALe Ha NOBEPXHOCTb

noa, yraom

Parallax mapping otanyaetcs ot normal mapping Bcero Tpema MHCTPYKUUAMU NMUKCENbHOTO
lwenaepa: ABe matemaTUyeckne MHCTPYKUMKU U OAHA AONONHUTEIbHAA BbIDOPKA U3 TEKCTYPbI

Mocne Toro, KaKk BbluMCNEHA HOBaA TEKCTYPHAA KOOPAMHATA, OHA UCNONb3YyeTcA Aanblue Ana
YTEHUA APYIUX TEKCTYPHbIX C/10eB: 6a30BOM TEKCTYPbI, KAPTbl HOPMANEN U T. N



[TpuMmeHeHne B urpax — npumep 1

Parallax mapping akTuBHO
NCMONb30BaNCA B UTPax
cepegmHbl 2000-x
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[TpMeHeHne B Urpax — npumep 2
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Hepoctatkm Parallax mapping

* KMcnonb3oBaHMe 0ObIYHOMO NapaniakcMannmHra orpaHNYeHo KapTamu BbiCOT C He6O1bLLOM
PA3HNLLEN 3HAYEHUN.

* «KpyTble» HepoBHOCTM 0O6pabaTbIBAOTCA aATOPUTMOM HEKOPPEKTHO, NOABAAIOTCA Pa3/INYHbIE
apTtedakTbl, «N1aBaHME» TEKCTYP U Np.



Moandukaumm Parallax mapping

[MosToMy nccnenoBaTenn NPeasoXuan yayylleHHble BepCcUun:
NepeKc, NoHHennu, Tatapuyk, Nonukapno (Yerex, Donnelly, Tatarchuk, Policarpo) — Ka*kapbih BHec

CBOW BK/1aA,

ObLwana naes — NCNONb30BaTb TPACCUPOBKY JIy4EN B MUKCENBHOM Lienaepe, 4Tobbl bonee To4HO
onpeaenaTb NepeceyeHus.

3T meToAabl noay4mnnm HassaHuA Parallax Mapping with Occlusion, Parallax Mapping with Distance
Functions, n cambit ns3sectHbin — Parallax Occlusion Mapping.



Parallax occlusion mapping

Parallax occlusion mapping, nan POM — 310 ycoBepLleHCTBOBAHHAA TEXHUKA, KOTOpas
NO3BOJIET KOPPEKTHO 06pabaTbiBaTb CAaMO3aTEHEHME U NEPCTEKTUBY.

BmecTo ogHOro wara annpoKCMmMaumMm OHa AenlaeT HECKO/IbKO LWAros no Jiyyy, 1uwa peasibHoe
nepece4yeHme Cc NOBEPXHOCTbIO, 3a4aHHOW KapTOM BbICOT.



NcTtopma POM (Parallax occlusion mapping)

MepBaa pabota no POM noasunack 8 2004 roay B KHure ShaderX3. Astopbl — 30a bpoynu n
HaTtanuna Tatapuyk. 3atem, B 2005, Ha SIGGRAPH, TaTtapuyK npeacrasu/ia pasButme TEXHUKW.

Komnanua ATl ucnonszosana POM ansa npemoHcTpauumn BoamoxHocten Shader Model 3.0 8
HOBeWwen Ha To BpemsA Buaeokapte Radeon X1800.

[MepBbiM UTPOBLIM ABUMKKOM, B KOTOPOM Mcnoab3oBasca Parallax occlusion mapping, ctan
CryEngine 2 ot HemeuKoro pa3paboTtumKa Crytek, KOTopbI BNnepBblie NCNO/Ib30BasICA B
KomnbtoTepHou NK-urpe Crysis 2007 roga BbinycKa



N3 noknana Hatanmm TaTapyyk

Parallax Occlusion Mapping a
vs. Actual Geometry SIGGRAPH2005

| 44?\ <\ .
2 Wished

An 1,100 polygon object rendered with A 1.5 million polygon object
parallax occlusion mapping rendered with diffuse lighting




N3 noknaaa Hatanmm TaTapuyk

Parallax Occlusion Mapping a
vs. Actual Geometry SIGGRAPH2005
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An 1,100 polygon object rendered with A 1.5 million polygon object

parallax occlusion mapping (wireframe) rendered with diffuse lighting
(wireframe)




N3 noknaga Hatannm TaTapyyk

Parallax Occlusion Mapping o
vs. Actual Geometry SIGGRAPH2005

-1100 polygons with parallax occlusion Frame Rate:
mapping (8 to 50 samples used) - 255 fps on ATI
- Memory: 79K vertex buffer Radeon hardware
6K index buffer - 235 fps with skinning
13Mb texture (3Dc)
(2048 x 2048 maps)

IS ?’ Total: <14 Mb

- 1,500,000 polygons with diffuse Frame Rate:
lighting - 32 fps on ATl Radeon

- Memory: 31Mb vertex buffer hardware
14Mb index buffer

Total: 45 Mb




POM (Parallax occlusion mapping) B8 3DMark Vantage

Peanunsauuna anroputma Parallax occlusion mapping B 6eHumapke 3DMark Vantage 2008 roaa.
[laHHOe n3obparkeHne NoCTPOEHOo NPU NOMOLM ABYX NOJUTOHOB (TPEYro/sibHUKOB),
PACMNONOMKEHHbIX HA OAHOM NNOCKOCTH

CoBpemeHHble TEXHO/IOMMN KOMMbIOTEPHOM rpaduKM U peHaepuHra
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Parallax occlusion mapping
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HeaoCTaTKK

HeBbicOKasa AeTanusaums CUIysTOB U rpaHe

BuaeoKkapTa AonKHa obecneuymBaTb HaaNeXKallnii YPOBEHb CKOPOCTU UCNOJTHEHUA onepaLnii
BETB/IEHMSA B NMUKCENbHOM LIenaepe

OTCcyTCTBME reOMETPUYECKU NPaBUIbHbBIX CUYITOB (KpaeB 0bbeKTa)



Texture Mapping Normal Mappmg
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CoBpeMmeHHbIe TEXHOIOMMM KOMMbIOTEPHOM rpadmKuM 1
peHaepuHra demaneHko A.M. UMMuKH HOoY




Bo3myLieHne Hopmasien No KapTe BbICOT. [MpocTble NOBEPXHOCTU, OrPaHNYEHHAA
(1978, BAanHH) XpaHUT BbICOTY, BbIYUC/AET rPaANEHTDI. AeTtanusaums, legacy-npoekTol.
Normal mapping XpaHuT rotoBble HOpManu B TekcType (RGB CranaapT nHayctpun. MepcoHaxu,
(1998) = XYZ). [1Ba TMNa: object-space (CTaTUYHbie OKpPYXKEHUE, OOBEKTDI.

06beKTbl) U tangent-space

(aHMMMpOBaHHbIE).

PeanbHoe nameHeHne reomeTpun: NanawadTbl, KPynNHbIE AeTaNN,
mapping (2002) BEPLUMHbI CABUIAOTCA NO KapTe BbICOT. Tpebylolme n3meHeHNA cuayaTa.
Parallax mapping CmelleHmne TEKCTYPHbIX KOOpAUHAT NO [MlnaBHble NOBEPXHOCTU, rAe HYXHa
(2001) KapTe BbICOT A1 UMUTaUMM 0bbema. AelweBasn UAN3UA INyOUHbI.

Parallax Occlusion TpaccupoBKa /iyda B MUKCENbHOM MaKcmanbHasa AeTanmsaumnsa Ha NaoCKoM

Mapping (POM) lenaepe, y4eT caMo3aTeHEHUS. reomeTpuu (Crysis, 2007).
(2004)
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[ NaBHbIV MPUHLMM

KpynHble opMbl — B reoMeTpumn, MenKkue getanm — B TEKCTypax.

Nnno3na obbema co3gaeTca ocBeleHnem, a He NoJIMroHaMMu.

COBpeN\EHHbIe TEXHO/I0TUN KON\I'IbPOTepHOﬁ I'pa(bl/lKl/l N peHaepunHra

2026
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CBA3b C KypCcOM

NeKuusa 3 (OcBeweHune) — bump/normal mapping moandunumnpytoT HOpMaaKn, KOTOpPble y4acTBYIOT B
moaenu Poxra.

Nlekuyusa 4 (TekcTypbl) — BCe METOAbI MCNONb3YIOT TEKCTYPbI KaK MCTOYHUK AaHHbIX (KapTbl BbICOT, KapThbl
HopMmanemn).

Nekuuna 5 (PenbedHoe TeKCTYypUpoBaHUE) — NpPpMMeEHEHME 3TUX 3HAHMIM ANA co3a4aHMNA POTOPEANUCTUYHDBIX
NOBEPXHOCTEMN.



Bonpockl AnA camonpoBepKu

ba3oBblI YpOBEHb

1. Yem bump mapping otanyaeTtca oT normal mapping?

2. B uem pa3Huua mexay object-space u tangent-space KapTamm Hopmanen? na Yero Hy»KeH Kaxabli Tmn?
3. Noyemy Ana aHUMMPOBAHHbIX NEPCOHaXKeln HeNb3a MCNoNb30BaTh object-space normal maps?

CpeaHunit ypoBeHb

4. KaKana rnaBHaa npobaema npoctoro parallax mapping? Mpu Kakux ycnosuax oH paboTtaeT xopowo?

5. Y1o Takoe Parallax Occlusion Mapping (POM) 1 yem oH nyywe obbiyHoro parallax mapping?

6. B uem Kntouesoe pasnmume mexay displacement mapping 1 Bcemu octasnbHbiMU MeToaamMu pesibepHOro
TEKCTYPUPOBAHUNA?

MpoaBUHYTbLIN YPOBEHDb

7. 3Has popmyny New_Normal = Normal + (U * x_gradient) + (V * y_gradient), 06bAcHUTe, 3a4em Hy»KHbl BeKTopbl U 1
V 1 4TO Npomn3onaeT, eCam UX He yYnTbiBaTb?

8. Moyemy B POM cunyatbl 06EKTOB OCTatoTCA raaknmmn? Kak MoXKHO 3TO NCNpPaBuUTb?

9. (MUccnepoBaTenbckoe) Hamanute B ntobom cospemeHHom urpe (Hanpmumep, Cyberpunk 2077, The Last of Us Part Il)
CLUEHY C KAMEHHOM CTEHOM uUnn goporoi. Kak Bbl AymaeTe, Kakme MeToabl penbedHOro TEKCTYPUPOBAHMA TaM
MCMNONb30BaHbI?
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